Hailing from the deserts and jungles of 
Elsweyr, the Khajiit are know for their 
intelligence and agility. Thieves and 
acrobats are common, but also 
spell-casters and warriors hail from this 
feline race. They value bravery, but they also 
know the necessity of running away when 


he odds are too impossible. 


A Khajiit's subrace is determined at birth by the positions of the moons Masser and Secunda. 
From the mighty Senche-raht battlecats to the tiniest of the Alfig, from the diplomatic Ohmes to 


he mysterious Tojay-raht, the Khajiit live by the cycles of the moons. 


Khajiit find rules unnecessary and absurd, and they tend to view them more as guidelines. Life is 
short and should be enjoyed. Khajiit will abide by laws of men and elves if they line up with the 
Khajiit's goals, but they will break them as soon as they feel it necessary. Because of this 
disregard for rules, other races tend not to trust them and view the race as a group of thieves and 


lowlifes. 


Most Khajiits, with some notable exceptions, are furry, with long pointed ears, cat-like eyes, 


claws, and tails. They come in any color and fur pattern that a cat can come in. 


Ability Score Increase. Your Dexterity score increases by +2. 

Age. You age at the same rate as humans, though you tend to live a shorter life. 
Alignment. There are Khajiit of every alignment, though Khajiit are rarely Lawful. 

Speed. Khajiit are naturally quick runners. Your base walking speed is 35 ft. 

Claws. You can use your claws as natural weapons. You are proficient with unarmed 
strikes, with deal 1d4 slashing damage on a hit. 

Darkvision. Your vision is as good in dim light as a cat's. You can see 60 feet in dim light 
as if it was bright light and 60 feet in darkness as if it was dim light. You cannot detect 


color in darkness, and only moderate amounts of color in dim light. 


e Languages. You can speak, read, and write Common and Ta’agra. Ta’agra is the language 
of the Khajiit and is written in Elvish script. Ta'agra may be replaced by Sylvan or Elven at 
the DM's discretion. 

Lunar Lattice. Each Khajiit is born into a subrace, determined by the phases of the moon. 


Choose one subrace from below. 


Subrace: Suthay and Suthay-raht 


The most common subrace of the Khajiit, the Suthay and Suthay-raht are naturally stealthy and 


end to make good thieves. They live everywhere, though they tend to prefer cities. 


Size. As a Suthay, you are a little smaller than the average human. As a Suthay-raht, you 
are about the same size as a human. Your size is Medium. 


Ability Score Increase. Your Wisdom score increases by +1. 


Eye of the Night. You have advantage on Wisdom (Perception) checks in dim light. You 


can attempt to hide even when you are only lightly obscured. ffermerty-Yetratse-have+2 
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Subrace: Dagi and Dagi-raht 


The small Dagi and Dagi-raht are the best natural spellcasters among the Khajiit. They have a 


love of forests and tend to live at the very tops of trees. 


e Size. As a Dagi, you are approximately the size of a halfling. As a Dagi-raht, you are a little 
bit larger on average than a halfling. Your size is Small. 


e Ability Score Increase. Your Intelligence score increases by +1. 


Desert Winds. You know the gust cantrip. Once you reach 3rd level, you can cast 
expeditious retreat once per day. Once you reach 5th level, you can also cast dust devil 


once per day. Intelligence is your spellcasting ability for these spells. 


Subrace: Cathay and Cathay-raht 


The warriors of the Khajiit, the Cathay and Cathay-raht pride themselves on their mastery of 
unarmed attacks and often find themselves in the middle of drunken brawls. Other races refer to 


hem as the "jaguar-men", though not all are spotted. 


Size. As a Cathay, you are bulkier than many races, and you are around the height of a 
half-orc. As a Cathay-raht, you are around the height of an orc. Your size is Medium. 
Ability Score Increase. Your Strength score increases by +1. 


Punchcat. Your Claws attack increases its damage roll to 1d6. You gain proficiency in 


heavy armor. Heavy armor does not give you a disadvantage in Dexterity (Stealth) checks. 


Subrace: Tojay and Tojay-raht 


There isn't much known about the mysterious Tojay and Tojay-raht other than they dwell in the 


marshes and jungles of Elsweyr and that they sell very effective poisons. 


Size. As a Tojay, you are the same size as a Suthay, or a little smaller than the average 
human. As a Tojay-raht, you are the same size as a Suthay-raht, or about the same size as 
a human. Your size is Medium. 

Ability Score Increase. Your Constitution score increases by +1. 

Marsh Waters. You have advantage on saving throws against poison, and you have 


resistance against poison damage. You gain proficiency in Wisdom (Medicine) checks. 


Subrace: Ohmes and Ohmes-raht 


The most elf-like subrace, the Ohmes and Ohmes-raht are the ambassadors and merchants of 


he Khajiit. Because they have very short fur and get confused for wood elves and humans at a 


distance, they tend to tattoo feline features onto their faces, such as a tiger's stripes or a 


leopard's spots. 


Size. As an Ohmes, you are a little taller than the average dwarf and far more slender. As 
an Ohmes-raht, you are between a dwarf and a human in height. Your size is Medium. 
Ability Score Increase. Your Charisma score increases by +1. 

Smooth Talker. You gain proficiency in Charisma (Deception) checks and one language 
of your choice. 


cast the friends cantrip as a bonus action, using Charisma as your spellcasting ability. 


The -raht is a suffix from Ta‘agra that indicates the larger version of a subrace. A Cathay and 


Cathay-raht are born on different phases of the moons, though they share their abilities. 


| excluded the Alfig, the Senche, and the Pahmer and their -raht variants due to the fact that they 
are quadrupedal. The Mane was also excluded as they are an individual person and once per 


generation rather than a thriving subrace. 


